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RANCANG BANGUN GAME VIRTUAL REALITY PENGENALAN
PENCAK SILAT DENGANMETODE FISHER YATES SHUFFLE
ABSTRAK
Budaya milik bangsa Indonesia sungguh beragam dan sudah banyak diketahui
oleh masyarakat dunia. Salah satu budaya tersebut adalah seni ilmu bela diri
pencak silat. Pencak silat disebut seni ilmu bela diri karena dalam ilmu bela diri
tersebut terdapat unsur seni pada gerakan-gerakannya. Banyak warga negara yang
kurang memperhatikan keberadaan seni ilmu bela diri pencak silat. Untuk itu,
diperlukan sebuah media yang bertujuan untuk memperkenalkan seni ilmu bela
diri pencak silat. Salah satu media yang dapat digunakan adalah game ritme
dengan menggunakan teknologi virtual reality. Game ritme virtual reality
dimainkan dengan cara memukul objek yang akan mendekati pemain sesuai
dengan irama lagu yang diputar. Pemain dapat memukul objek tersebut dengan
memperagakan gerakan pencak silat yang sesuai dengan objek yang datang.
Gerakan seni ilmu bela diri yang digunakan pada permainan adalah pukulan lurus,
pukulan sangkal, tebangan dan dobrakan. Game akan lebih menantang jika
pemain tidak mengulang hal yang sama secara berulang-ulang. Algoritma
fisher-yates shuffle dapat digunakan untuk mengacak posisi awal dari objek
pukulan yang dapat menambah tantangan karena setiap level menghasilkan posisi
awal yang berbeda-beda dari sekumpulan objek pukulan pada level tersebut. Hasil
evaluasi dengan menggunakan pemodelan Hedonic-Motivation System Adoption
Model atau HMSAM untuk mengetahui tingkat kepuasan pemain terhadap game
virtual reality pengenalan pencak silat dengan metode fisher-yates shuffle
mendapatkan tingkat persetujuan behavioral intention to use sebesar 78.61%
dengan kategori interval “Setuju” dan immersion sebesar 77% dengan kategori
interval “setuju”. Perolehan nilai behavioral intention to use dan immersion
menunjukan bahwa pemain menerima seni ilmu bela diri pencak silat dengan
baik.
Kata kunci: Fisher Yates Shuffle, Game, HMSAM, Pencak Silat, Virtual Reality
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DESIGN AND DEVELOPMENT VIRTUAL REALITY GAME
INTRODUCTION TO PENCAK SILATWITH FISHER YATES SHUFFLE
METHOD
ABSTRACT
The culture of the Indonesia people is truly diverse and widely known by
worldwide community. One of the culture is the martial art called “pencak silat”.
“Pencak silat” is a martial art because each “pencak silat” movement includes
art on every move. There are many Indonesian people pay less attention to this
martial arts. Therefore, we need a media for introducing martial art. One of the
media which is can be used is rhythm game with virtual reality technology.
Virtual reality rhythm game is played by hitting the incoming object in
accordance of the song being played. Player can hit that object by using “pencak
silat” movement corresponding the incoming object. “Pencak silat” movements
which used in the game are “pukulan lurus”, “pukulan sangkal”, “tebangan”,
and “dobrakan”. Game can be more challenging if player doesn’t do the same
thing for many time. Fisher-yates shuffle can be used to shuffle the starting
position of the incoming object to challenge player because each level will
generate different starting position for all the object on the current level.
Evaluation result with Hedonic-Motivation System Adoption Model or HMSAM
modelling to determine the satisfaction level player with virtual reality game
introducing “pencak silat” with fisher-yates shuffle get behavioral intention to
use rate of 78.61% with the “Agree” interval category and immersion rate of 77%
with the “agree” interval category. The acquisition of behavioral intention to use
and immersion score shows that players accept “pencak silat” well.




LEMBAR PENGESAHAN SKRIPSI..................................................................... ii
PERNYATAAN TIDAK MELAKUKAN PLAGIAT........................................... iii








BAB I PENDAHULUAN........................................................................................ 1
1.1 Latar Belakang Masalah.............................................................................1
1.2 Rumusan Masalah...................................................................................... 4
1.3 Batasan Masalah.........................................................................................4
1.4 Tujuan Penelitian....................................................................................... 5
1.5 Manfaat Penelitian..................................................................................... 5
1.6 Sistematika Penelitian................................................................................ 5




2.4 Hedonic-Motivation System Adoption Model.........................................14
2.5 Fisher Yates Shuffle.................................................................................17
2.6 Skala Likert.............................................................................................. 18
BAB III METODOLOGI DAN PERANCANGAN SISTEM...............................21
3.1 Metodologi Penelitian.............................................................................. 21
3.2 Analisa dan Perancangan Sistem............................................................. 23
3.2.1 Spesifikasi Permainan.................................................................... 23
3.2.2 Flowchart Main Menu....................................................................26
3.2.3 Flowchart Modul MainGame.........................................................27
3.2.4 Flowchart Modul levelPreparation.................................................28
3.2.5 Flowchart Modul play.................................................................... 31
3.2.6 Flowchart Modul shuffleStartingPoint...........................................32
3.2.7 Flowchart Modul instantiateObject................................................34
3.2.8 Flowchart Modul judgeScore.........................................................35
3.2.9 Flowchart Modul gradeAccuracy...................................................36
3.2.10 Flowchart Modul tutorial............................................................. 38
3.3 Perancangan Antarmuka Aplikasi............................................................39
3.3.1 Rancangan Antarmuka HomeUI.................................................... 40
3.3.2 Rancangan Antarmuka TrackListUI.............................................. 40
3.3.3 Rancangan Antarmuka LevelUI.....................................................41
3.3.4 Permainan Tampak Atas Permainan.............................................. 42
3.3.5 Rancangan Antarmuka Halaman Tutorial......................................43
3.3.6 Rancangan Antarmuka Halaman Credits....................................... 44
x
3.3.7 Rancangan Antarmuka Scoreboard................................................45
3.3.8 Rancangan Antarmuka Halaman Result........................................ 45
3.4 Perancangan Penggunaan Aset Permainan.............................................. 46
3.5 Perancangan Kuesioner............................................................................47
BAB IV IMPLEMENTASI DAN UJI COBA....................................................... 50
4.1 Spesifikasi Perangkat............................................................................... 50
4.2 Implementasi Aplikasi............................................................................. 50
4.2.1 Implementasi Antarmuka............................................................... 51
4.2.2 Implementasi Pergerakan Pencak Silat.......................................... 56
4.3 Uji Coba................................................................................................... 60








Gambar 2.1 Diagram HMSAM oleh Lowry, dkk................................................. 15
Gambar 3.1 Flowchart Main Menu....................................................................... 27
Gambar 3.2 Flowchart Modul mainGame.............................................................28
Gambar 3.3 Flowchart Modul levelPreparation....................................................30
Gambar 3.4 Flowchart Modul play....................................................................... 32
Gambar 3.5 Flowchart Modul shuffleStartingPoint..............................................33
Gambar 3.6 Flowchart Modul instantiateObject................................................... 35
Gambar 3.7 Flowchart Modul judgeScore............................................................ 36
Gambar 3.8 Flowchart Modul gradeAccuracy......................................................38
Gambar 3.9 Flowchart Modul Tutorial................................................................. 39
Gambar 3.10 Rancangan Antar Muka HomeUI....................................................40
Gambar 3.11 Rancangan Antarmuka TrackListUI............................................... 41
Gambar 3.12 Rancangan Antar Muka LevelUI.................................................... 42
Gambar 3.13 Rancangan Permainan Tampak Atas...............................................43
Gambar 3.14 Rancangan Antarmuka Halaman Tutorial.......................................44
Gambar 3.15 Rancangan Antarmuka Halaman Credits........................................ 44
Gambar 3.16 Rancangan Antarmuka Scoreboard................................................. 45
Gambar 3.17 Rancangan Antarmuka Halaman Result..........................................46
Gambar 4.1 Screenshoot Halaman Utama............................................................ 51
Gambar 4.2 Screenshoot Halaman TracklistUI dan LevelUI............................... 52
Gambar 4.3 Screenshoot Salah Satu Halaman Tutorial........................................ 52
Gambar 4.4 Screenshoot Halaman Credits........................................................... 53
Gambar 4.5 Screenshoot Permainan Utama..........................................................54
Gambar 4.6 Screenshoot Scoreboard.................................................................... 55
Gambar 4.7 Screenshoot Halaman Hasil...............................................................56
Gambar 4.8 Gerakan Pukulan............................................................................... 57
Gambar 4.9 Gerakan Pukulan Sangkal................................................................. 58
Gambar 4.10 Gerakan Tebangan...........................................................................59
Gambar 4.11 Gerakan Dobrakan...........................................................................60
Gambar 4.12 Hasil Pengacakan Array Posisi Awal..............................................61
Gambar 4.13 Potongan Kode Fungsi Fisher-Yates Shuffle.................................. 62
xii
DAFTAR TABEL
Tabel 2.1 Pernyataan Pemodelan HMSAM.......................................................... 15
Tabel 2.2 Pengerjaan Algoritma Fisher Yates Shuffle..........................................18
Tabel 3.1 Daftar Aset pada Permainan..................................................................46
Tabel 4.1 Hasil Perhitungan Pemodelan HMSAM............................................... 63
Tabel L.1 Respons Kategori “Perceived Ease of Use”......................................... 74
Tabel L.2 Respons Kategori “Joy”........................................................................76
Tabel L.3 Respons Kategori “Control”................................................................ 78
Tabel L.4 Respons Kategori “Curiosity”.............................................................. 80
Tabel L.5 Respons Kategori “Perceived Usefulness”.......................................... 81
Tabel L.6 Respons Kategori “Temporal Dissociation”........................................ 83
Tabel L.7 Respons Kategori “Focused Immersion”..............................................84
Tabel L.8 Respons Kategori “Behavioral Intention to Use”.................................86
